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The Struggle Continues 


The Light and the Dark: two forces locked in an eternal struggle for domination. 
The two sides are led by the spell <asting Wizard and Sorceress, and championed 
by armies of mythical beasts and legendary heroes possessing incredible powers, 
They meet on a battlefield of light and dark squares. Creatures gain strength 
when occupying a square of their own color and lose strength when occupying, a 
square of the opposing force's color. This positioning is crucial when the 
“creatures confront each other for possession of the squares. 








Bot that's not all. Some squares are Lumina squares—throughout the battle, 
these squares undergo a phasing of color, fram light to dark, dark to light, This 
‘creates a constant change in the balance of power the combatants strength obs 
“and flows as the squares shit colors beneath them, 





It takes the plotting precision of a chess master combined with the lightning-fast 
reflexes of a gladiator to determine the outcome of this dash. The creatures move 
‘one ata time around the field, boldly challenging each other for possession of the 
squares. When they meet, they engage in one-on-one combat; only one emerges 
to claim the victory and the square. 








“The Ultimate Goal? The capture and control of the five power points— or— 
complete elimination of the uppunite force 
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Getting Started 


1. With your game system and TV or monitor of, insert the Arce cartridge 
into your Nintendo Entertainment System as described in your owner's 
guide, 
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Turn on your game system and TV or monitor. When the Archow title screen 
appears, presa the START button to begin play: 


3. Use the up or down arrow keys on the control deck and press the A bu 
select a onez or two-player game. On the menus that follow, decide if you 
‘want to be the Dark or Light side, and which side makes the first move. 

















Marching to War 


‘The regiments march onto the field and establish themselves on their beginning 
pares. Their names and movement ranges flash onto the screen as they file In. 
‘This parade can be sped up by pressing Up on the arrow pad, Once everyone is 
in place, the battle begins. 


A frame appears next to the side that takes the first tum. 


To make your move, use the arrow pad 10 position the frame on the creature you 
want to move and press the A button. Use the arrow pad again to maneuver him 
‘within his range limits (which appear on the screen below the field), and press 
the A button again to situate him in that square, 





Note: As long as you don't press the A button the second time, you can continue 
to maneuver the creature within his movement range. I you decide not lo move: 
that creature, return him to his original square and press the A button, If yout 
want to on a Ground traveler, you must take the same route back to his 
square so he doesn't go out of his movement range. 











M you want to attack an enemy-held square, move your creature onto that 
square and press the A button. The screen changes to the Combat Arena (see 
“Confrontation” below) 


ound travelers c: 
teleporters can mos 





t march through squares held by other creatures, Fliers and 
e anywhere within their range. 





When you've completed your turn, the frame switches to the other side of the 
field so the other player can move. 


Confrontation 


When you challenge a square held by the enemy, the sereen changes to the 
Combat Arena, You then engage in a head-to-head duel to the death. 


Use the arrow pad to maneuver your creature around the Arena, and press the 
A button to attack in the direction you're moving (your creature doesn't move 
‘while its attacking- firing its weapon, ete). Your timing is very important, as the 
Speed of attack and amount of time needed to ready the weapon varies with each 
Creature, Yowl hear a bell tone — a high pitch forthe Light warrior, a low pitch 
for the Dark — to indicate you're ready to attack again. If you keep pressing the 
A button, youl fire as soon as you're able. 

















“The obstacles inside the Arena are constantly moving and changing. Some- 
times, you can burst right through them. Other times, they'll slow both you and 
any missile you're firing. And at other times, they’! completely block any 
movement or attack, 


At the bottom of the Arena are the Lifelines, They indicate how powerful each 
‘creature is at the beginning of battle and throughout combat, The lifeline drains 
‘down as the contest continues, measuring hits each creature has absorbed, When 
2 ieline is completely drained of color, that creature has received its death blow, 
And the match b ovur, 





The winner doesn't come out of it unscathed. It strength is also diminished by 
the contest, and ts replenished only after its allowed to rest for several turns, or 
the Heal spel is cast upon it (ae “Spell” ate in this guido) 





The Champions of the Opposing Forces 


The Light and Dark forces recrultd diferent warriors to fill their ranks; Between 
the sides, no two creatures are identical, though their powers are similar. Each 
mythical beast and hero has its own rules of movement and unique fighting 
power. Examine the following descriptions carefully. This information is 
invaluable for planning your attack strategy- 
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The Light Forces 





Wizard: As the leader of the Light side, he begins the battle on his home power 
point and rarely ventures from it. He’s the only Light warrior able to cast spells. 


Weapon: fireball 

Weapon force: stony 
medium 

time: long. 






Unicom: This swift and agile beast sends out a searing bolt of energy from its 
single ham. 


Weapon: energy bolt 
Weapon force: moderate 
Weapon sp 
Weapon recharge time: short 
Lifeline length: short 





Archer: The Archer wields his bow with unmatched skill, supplied by his 
bottomless quiver of magic arrows. 


Weapon: arrows 
Weapon force: weak 
Weapon speed: medium 
Weapon recharge time: long 
Lifeline length: very short 


Golem: Though his movements are slow, this huge man-shaped monster rips 
boulders from the earth and hurls them with all his legendary might 


Weapon: boulders 
Weapon force: strong 
Weapon speed: slow 
Weapon recharge time: very long, 
Lifeline length long, 


‘Valkyrie: The airs her element, and her magical flying spear returns to her 
hand ofits own accord. 


Weapon: magic spear 
Weapon force: moderate 
Weapon speed: slow 
Weapon recharge time: long, 
Lifeline length: short 
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Djinni: The mythic cousin to the wind summons a mighty tornado to whirl 
away all in ts path ua 





Weapon: whirlwind 
Weapon force: moderate 
Weapon speed: medium 
Weapon recharge time: long 
Lifeline length short 


Phoenix: This mighty bird explodes into a blaze of fire that renders it invincible 
to attack and sizzles anything in its perimeter 


Weapon: sulfexploston 
Weapon force: strong 
Weapon speed: slow 
‘Weapon recharge time: very long, 
Lifeline length long 


Knight: With nerves of te! 
combat. 





l he wields his deadly sword in hand-to-hand 





Weapon recharge time: very short 
Lifeline length: very short 


The Dark Forces 


Sorceress: The leader of the Dark forces, she's the Wizard's equal in 
though ber lightning bolts are faster to the target. She is the only 5 
the Dark side 





Weapon: ighining bot 
Weapon force: moderate 
Weapon speed: fst 
Weapon recharge time: long 
Lifeline length: short 





Basilisk: This is the creature with the evil eye, blasting everything in il line of 
sight 

Weapon: eye beam 

Weapon force: strong 

Weapon speed: fast 

Weapon recharge time: short 

Lifeline length: very short 
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Manticore: This haltlion, halfscorpion beast slings spikes from its tail with 
incredible accuracy. 


Weapon: tail spikes 
Weapon force: weak 
Weapon speed: sw 
‚on recharge time: long 
feine length short 





‘Troll; Dull and ungainly but strong and hard to destroy, he grabs boulders and 
hans them at all in his path 


Weapon: boulder 
Weapon force: strong 
Weapon speed: slow 
Weapon recharge time: very long, 
Lifeline length long 





Shapeshifter: This changeling has no shape of its own: in combat, it assumes the 
mirror image of its opponent, matching it exactly in speed and power, 


Weapon: varies 
Weapon force: varies 
Weapon speed: varies 
Weapon recharge time: varies 
Lifeline length: varies 





Dragon: Second in power only to the Sorceress, the Dragon is unmatched in 
battle, his flaming breath scorching all foolish enough to get in his way. 


Weapon: fiery breath 
Weapon force: very strong 
Weapon speed: medium. 

'eapon recharge time: very long 
Lifeline length: very long 


Banshee: This restless spirit feeds off the souls of her foes, Her deadly wail 
destroys all within earshot, and she alone can move while attacking 


Weapon: scream 
Weapon force: moderate 
Weapon speed: instant 

recharge time: very long 
Lifeline length: short 


Goblin: A foo! 
tohand combat. 


Weapon: club. 
Weapon force: weak 

Weapon speed: instant 

Weapon recharge time: very short 
Lifeline length: very short 





older like the Knight, the Goblin uses his cub to fight in hand- 
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The Lumina Squares 


{The Lumina squares are constantly changing their color, moving through six 
shades of blue — (rom lightest to lighter to light o darker to darkest and back 
Sgain (he two middle Phases share the same shade of blue). The squares go to 
the next phase in their eyele ater the second players tum. 


“The color of the square you're occupying can ether heighten or diminish your 
poner n ding combat wit the enemy forcen, Creatures of tho Ligh fores are 
more powerful on light squares than on dark squares, and creatures of the Dark 
force are stronger on dark squares than on light ones. Therefore, domination of 
the board also shifts with the color phases. I's important to eam the pattern 
these phases and use them lo your advantage in planning your strategy both 
attacking the enemy and in using spells (see “Spells” below). 








Spells 


The Wizard and the Sorceress are the only ones with the magical power of casting 
spells, Use this magie carefully — this power does have its limits. The Wizard 
And Sorceress can cast each of their spells only one time per game. No spells can 
be cast at a character on a power point. Every time they cast a spell, the magi- 
cians become weaker and more vulnerable to attack. As a result, their life lines 
Sre shorter, 





‘To cast a spell, position the frame on your spell-caster and press Ihe A button. 
Then press the A button again to summon the spells. At Select a Spell, press the 
down arrow on the arrow pad to cycle through all the spells, When you see the 
Spell you want to conjure, press the A button to carry it cut. Ifyou decide you 
don't want to cast any spell, choose Caneel at the end of the spell list, 


Teleport 


The Teleport spell enables the spell-caster to move any of its own creatures to 
any other square not occupied by its own side. You can use this 10 directly 
Challenge an opponent for a square, or to locate your creature in an empty square, 
An imprisoned creature (see “Imprison” below) can't be teleported. 





When the screen prompts yon, move the frame to the creature you! want to 
teleport, and press the A button. Then, at the screen prompt, move the frame to 
the square where you want to move your creature and press the A button, Th 


youre challenging an opposing square, you're taken immediately to the Combat 
Arena. 





If you change your mind, you can cancel this spell by pressing the B button 
before you select the square where you want the creature to go. Once you select 
the square, the spell is cast 
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Heal 





Heal spell enables the spellcaster to replenish the strength of any combat- 
worn creature. 


When the screen prompts you, move the frame to the creature you want to heal, 
and press the A button 


If you change your mind, you can cancel this spell by pressing the B button 
before you select the creature for healing, Once you select the creature, the spell 
In cast 


Shift Time 


‘The Shift Time spell enables the spell-caster to reverse the color shifting pattern 
of the Lumina squares in either of two ways. Squares that had been growing 
lighter, for example, will switch directions and start growing darker. Or, if the 
spells cast at either the lightest or darkest part of the color phase, the colors on 
the board reverse, with the color-shifting pattern following accordingly. The spell 
takes effect after the second player's turn. 








Exchange 


“The Exchange spell enables the spell-caster to have any two creatures trade 
places. You can have two of your own creatures trade places, or have one of your 
‘Creatures switch with an opposing creature or have two opposing creatures 


change places 


When the screen prompts you, move the frame to the first creature you want 10 
exchange, and press the A bution. Then, at the screen prompt, move the frame to 
the creature you want to switch places with and press Ihe A button. 





M you change your mind, you can cancel this spell by pressing the B button 
bora you select the second creature lo be exchanged. Onee you select this ren 
tre, the spell is cast. 


Summon Elemental 


‘The Summon Elemental speil enables the spollcaster to call into battle one of the 
four elements, each with its own battle characteristics: earth, air, fire or wate 

Once the fight is over, the element vanishes, even if it wins, and the square is 
‘empty. Ifthe element loses the contest, the victorious creature retains the square. 
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When one of the elements is summoned, the screen prumpts you to move the 
element to the opponent you wish to fight, and press the A button. The sereen 
immediately changes to the Combat Arena, 








Note: You can’t cancel this spell, so be sure you want to use it before you 
summon it 


Revive 


‘The Revive spell enables the spell-caster to resurrect a creature previously 
downed in combat. There must be a Charmes (empty) square next bo the spell- 
Caster for this spell to work. Otherwise, it can't be ast 


‘The creatures already defeated in battle appear beside the battle feld. At the 
prompt, move the frame o the one you want to revive, and press Ihe A button. 
At the second prompt, move the revitalized creature to a Charmed square, and 
press the A button. 


If you change your mind, you can cancel this spell by pressing the B button 
before you select the Charmed square. Once you select the square, the spell is 
cast 








Imprison 


The Imprison spell enables the spell-caster to temporarily freeze an opposing 
creature, preventing i from leaving its square. 1 can, however, continue to fight 
fff attackers. It remains imprisoned until the color of the Lamina squares 

‘matches the color ofthe imprisoned creature, For example, if a Light creature is 
imprisoned, n won't be released until the Lumina cycle reaches its lightest phase, 


When the screen prompts you, move the frame to the opposing creature you 
rant imprison, and pres he A button. it in't ste Lime for you to cust 
this spell because the creature's time of imprisonment will be very short, the 
‘prompt will el you ind you'll be told to choose another, 








‘sa waste of a spell, 





M you change your mind, you can cancel this spell by pressing the B button 
Pe you sek a creature lo imprison. Once yu select the erent, he spell is 
cmt 
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Victory 





The game is over when one side occupies al five power points, or knocks out the 
‘opponent's forces. A message will appear on the screen proclaiming the vitor, 
including the number of turns made during the game. I's also possible for the 
pame to end In a draw, 


Fine-Tuning Your Strategy 


Learn the phases of the Lumina squares, and stay on the squares that match your 
«olor as much as possible. The effect of the square’s shading on your power is 
great 


Don't jam up your front line. Provide openings fr your Ground mover to pass 
through: The more mobile and Henke our traps ares Ic better chance yo 
have of marching 1o ici 





Prevent the early demise of your Wizard or Sorceress — you could be lost 
‘without them. 








While in the Combat Arena, make your enemy waste a shot then while he's re- 
arming, fire. 


Know the strengths and abilities of your opponent before you attack forewarned 
is forearmes 








Une the Exchange spell to exchange a more powerful opponent encroach 
your territory with a weaker opponent 





ng upon 





Hall appears lost, avoid combat, and you may achieve a tie game. 
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Activision Video Games Limited 90-Day Warranty 


Activision Video Games warrants othe original consumer purchaser of this computer 
‘rane product that the ering mesa on which the software program ironed will 
De froe from defecta in material and workmanship fr 90 day rom the date of purchase 1 
the recording medium found defective within O days of orginal purchase, Activision 
Video Games agrees to replace free of charge, any product discover to be fei thin 
such perio upon receipt at ts Factory Service Center of the product, postage pu, wh 
proof ef date o purchase, as long as the program ssl being manufacture y Activision 
Video Games. In the event that the program fo longer available, Activision Video Games 
retina the right ho subte a similar product of aqual or preter vale or o provide a 
Fund ot your ful phase prios, Pee the specia RETURNS intonation Plow or 
her Instruction 
This warranty t ed to the recording medi containing the voftware program 
‘orginally proved by Activision Videw Games and s no applicable o normal wear and 
‘ear. This warranty shall not be apa and shall be vold the detect has acen through 
be, mistrentment, or neglect. Any imple warrasties plicable this produc ae 
‘iit to the Stay period desert above. 


EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER 
WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING 
ANY WARRANTY OF MERCHANTABILITY OR FITNESS FOR A PARTICULAR 
PURPOSE, AND NO OTHER REPRESENTATION OR CLAIMS OF ANY KIND SHALL BE 
BINDING ON OR OBLIGATE ACTIVISION VIDEO GAMES. IN NO EVENT WILL 
ACTIVISION VIDEO GAMES BE LIABLE FOR SPECIAL, INCIDENTAL, OR CONSE- 
QUENTIAL DAMAGE RESULTING FROM POSSESSION, USE, OR MALFUNCTION OF 





THIS PRODUCT, INCLUDING DAMAGE TO PROPERTY AND, TO THE EXTENT 
‘PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURY, EVEN IF ACTIVISION 
VIDEO GAMES HAS HEEN ADVISED OF THE POSSIILITY OF SUCH DAMAGES. 


SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED 
WARRANTY LASIS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR 
‘CONSEQUENTIAL DAMAGES. SO THE ABOVE LIMITATIONS AND/OR EXCLUSION, 
OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES 
"YOU SPECIFIC LEGAL RIGIITS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY 
FROM STATE TOSTATE 

RETURNS 
hems returned must be detective within 90 days of original purchase 
for hes serie, please be nur 
1. Send only the detective cage and a photocopy of your da 
2. inch your rar am, pn pn clearly, nilo package 
3. inn a brief ote deserting the prem) you encour with hear 
« 


Wie the namne ofthe prt and the type of video game stm you have om Ihe font 





ee ei 


ob the package. 
‘Send: WARRANTY REPLACEMENTS 
Activision Video Games 
PO Bon 3087 


Menlo Park CA 9025 
NOTE Do not sen any other materials which ane essential o the uae of the program 
Activision Video Came asses no responsibility for the retorne original product 
Pocaging or any materials ther than the replacement mediom. 
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COMPLIANCE WITH FCC REGULATIONS 
‘This equipment generates and uses rad rquency energy and tlle and ed 
properly. thats in sinet accordance with the mamulactun instructions may couse 
Interference to radio and television reception. I has born type tod and ound to comply 
‘withthe limits fra Cass D computing device in accordance with he specications in 
Subpart Ja Part 15 of FCC Rules, which are designed wo provide sonal preston 
against such Interference in exenta! installation, However, nee no arate ta 
Interference wll not occur in a pariicular ital. N this oquipment does cause 
Interference fo radio or television recsption, which can be determined by turning the 
‘sjuiprentoff and on, the uses encnuraged to try Wo correct the interference y une oF 
‘mono the Following measures 





* Roorent the rsetving antenna 

* Relocate he NES with export the river 

* Move the NES away fro the receiver 

+ Pag the NES nto a diferent outlet wo that the computer and 
receiver are on ifrent ets: 


I necessary, the user should consult the dealer or an experienced rad een schien 
for additional suggestions, The user may find the folowing booklet prepared by the Federal 
CCamauniestions Comision hep 

How to nt an Ree Ratio TV Interference Pron 


‘This booklet is available frons the LS. Government Printing Office. Washington, D.C. 002, 
‘Stock No, DOMO BASA 
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